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1. THE WILDS 


This document will describe the Wilds in some detail, detailing the various 
districts and points of interest in the zone, along with establishing the tones and 
themes in each of its districts. 


(Эм 


CARTOON NETWORK 


1.1. OVERVIEW 


This zone is the player’s first real exposure to a pure hunting/adventure 
environment. That is not to say that Downtown and the Suburbs are not 
adventuring/hunting zones, but the Wilds should give the players the 
feeling that they are out and on their own. They are also going to see 
the darker side of Fuse’s invasion. 


As the largest of the zones, the Wilds should feel rural and spacious 
and ready for exploration. As its namesake implies, this zone is largely 
unstructured, with few signs of actual civilization to be seen. While there 
will be landmarks to prevent players from losing their way, there should 
be a feeling that getting lost is a distinct possibility. This means there 
will be lots of wooded areas, but we want to make sure we fill in the 
open spaces in between with small towns or other structures to avoid 
repetition and tedium. 


1.2. MAJOR DISTRICTS 


The Wilds should be subdivided into four separate districts: the 
Backwoods, the Jungle, the Wastelands, and the Darklands. These four 
districts will have distinctly different themes and atmospheres. 


The Wilds zone is about 7 square kilometers. Most of it is lightly 
forested, with some areas more densely foliated. 


1.2.1. THE BACKWOODS 


The Backwoods is the first district players will encounter here. It is 
comprised mostly of pine trees and other evergreens and set in a rocky, 
mountainous terrain. A protected environment near Downtown, the 
Backwoods serves as a vacation spot for families who live in the 
Suburbs. Park Rangers keep the area relatively safe, although it does 
tend to get a little scary on the fringes. Camp Kidney, Leakey Lake and 
the town of Prickly Pines are all located here. 
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1.2.2. THE JUNGLE 


As the players head out of the Backwoods, they will find that the 
landscape begins to change: pine forests give way to dense, tropical 
vegetation. There are fewer inhabitants here, and the laws of the jungle 
rule. Natural light diminishes as players venture deeper into the 
undergrowth, until only thin shafts of light appear through the canopy. 


1.2.3. THE WASTELANDS 


Though the Wastelands offers more open spaces than the other districts 
in this zone, it doesn’t mean that there aren't hiding places for Fuse’s 
minions to lie in wait. The eerie emptiness of Nowhere, the formidable 
Tar Pits and the shadowy Caponata Caverns will make players realize 
that they are a long way from home. 


1.2.4. THE DARKLANDS 


The Darklands are a much more brutal environment than anything the 
players have seen yet. They will encounter a land that has been hidden 
from civilization for centuries. Lord Fuse’s minions are thriving here, 
taking the form of monstrous and twisted versions of mythical beasts 
and long-extinct dinosaurs. Even the environment is deadly in this 
district, with scorching fireswamps, carnivorous plants and other 
unspeakable things that no one has ever seen before. Players will meet 
Samurai Jack here, who is hunting for Aku’s hidden fortress. 


1.3. ENVIRONMENTAL PUZZLES 


The environmental puzzles should be conceived as environments in the 
game that Lord Fuse has distorted as part of his scheme to absorb the 
planet. To start the conversion process, various devices have to be 
placed on a building or area and “fueled” by different power sources. 
Once enough of these devices are functioning, the original environment 
starts to transform. At a certain point, the conversion is successful and 
Fuse gains a foothold on our planet, making that environment a source 
of infection that will grow if left unchecked. 


It is up to the players to enter these environments and stop them from 
expanding. They do this by completing quests within the environments 
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and by collecting “shinies” or items that the monsters use to spread the 
infection. 


Fuse has been very successful in the Wilds, having created twelve 
different infected environments, and is working on many more. Each of 
these infected areas is in various stages of conversion. For instance, 
Camp Kidney has been severely damaged and is moderately infected, 
but the Dark Tree and Fuse’s Lair are incredibly dangerous 
environments where Fuse has almost complete dominion. 


1.4. ZONE TRANSPORTATION 


In addition to traveling on foot or by vehicle, the players can choose to 
use the zone transportation system. This system is essentially an 
environmental puzzle that will reward players as well as move them 
quickly from one district in the zone to another. 


In the Wilds, this transportation system takes the form of a crazy ropes 
course. Although similar to the Skateway in Downtown and the sewer 
system in the Suburbs, this one has different types of obstacles to 
navigate in order to get to a specific district in the zone. For example, to 
get to the Jungle from the Backwoods, players must negotiate a series 
of platforms that rise and fall. If they want to go from the Jungle to the 
Wastelands, they must grab and jump from various zip lines. 


As with the Skateway in Downtown, the ropes course is being converted 
by Fuse’s minions, making it dangerous as well as fun. 
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Ropes Course 


1.5. ART DIRECTION 


The wilderness beyond the Suburbs will actually serve to represent 
several climates. The forests of the Backwoods will give way to open 
fields and the steamy Jungle beyond. The Wastelands are hot and dry 
during the day, misty and mysterious at night -- like Kansas meets 
Arizona. The Darklands are (surprise) dark, steamy and ominously 
surrounded by fog and/or thunderclouds. In general, the terrain in the 


Wilds will be hilly, designed with exploration and enemy combat in mind. 


1.5.1. ARCHITECTURE 


Conventional architecture will be sparse. When the Suburbs trail off into 
the distance, and Foster’s Home for Imaginary Friends is but a memory, 
the Wilds will take over. Homes here will begin to take on a slightly 
older, though not necessarily dilapidated, look. 


Camp Kidney is located by the lake in the Backwoods district. Since 
technology is mostly absent here, the environments can begin to take 
on a slightly more skewed and animated look (think World of Warcraft, 
not Toontown). The camp’s cabins will remain mostly composed of logs 
and wood, but should have detailed construction and feel heavy and 
chunky. We may also find Fuzzy Lumpkin’s abode here. 
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Architecture in the Jungle will be plant-based. Treetop villages and 
platforms can be used throughout, similar to the Wookiee or Ewok 
villages in Star Wars. The construction can be complex, but the 
materials should always remain simple and local. The feel of the 
architecture here should be lighter, but still chunky, bulging out in areas. 
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Ancient ruins can also be found buried above and below the Jungle 
floor. These ancient structures should take a page straight from the real 
thing, but with a Cartoon Network twist. Again, the feel should be heavy 
and chunky. Materials should include stone blocks, where the bottom 
seems wider then the top. 


1.5.2. TECHNOLOGY 


Very little true technology will be found in the Wilds. Any devices or 
contraptions found here should use natural elements. Wood, stone, 
plants and earth can be cobbled together in different ways to form 
complex devices that mirror technological functions. 


However, strategic technology placement can be used to provide a 
sharp contrast to the surrounding environments. Machines should be 
imposing, threatening and heavily industrial. In general, any technology 
will feel out of place, especially if the technology in question is an alien 
crash site or a hidden underground bunker. 


1.5.3. FLORA 


The diverse flora of the Wilds will reflect its particular district. The 
Backwoods should feature evergreens and seasonal bark trees. 


The Jungle would include heartier plants, such as vines, palms and 
ferns. A high canopy will filter the sunlight. In the Wastelands, which are 
les foliated and dry, we might find cornfields or patches of weeds. 
Prehistoric areas should feature strange and oversized flowers, massive 
ferns and huge braided stalks and vines. Man-eating plants would not 
be a surprise...or maybe they would! 
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2. THE BACKWOODS 


This section details the Backwoods district of the Wilds zone, giving information 
about the overall feel of the district, what players can expect to do here, and 
points of interest that players will find in the district. 
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2.1. OVERVIEW 


The Backwoods district resembles the Rocky Mountains in the United 
States. It is a lightly forested, relatively safe vacation spot for the 
citizens of Downtown and the Suburbs. There are campgrounds here, 
including parks and wildlife preserves. 


Camp Kidney is also located here. A typical summer camp for kids, 
Camp Kidney sits on the shores of Leakey Lake, just outside the town of 
Prickly Pines. The main buildings are rustic, log cabin affairs. Tents are 
clustered around the camp fire rings that dot the landscape. 
Unfortunately, Fuse’s troops have damaged or destroyed most of the 
camp, and only a few of Camp Kidney’s residents (CN NPCs) are left. 


When players first arrive in the Wilds, they enter via the safety of Camp 
Kidney. Here they can find all the amenities that they need, such as 
access to NPC vendors, a first aid station, transportation, etc. 


As players begin to explore the Backwoods further, they will start to see 
the toll Fuse’s invasion has taken on this more remote area of the world. 
(And then there’s the matter of that haunted mine.) While forests will be 
prominent, we need to break up the repetition of wooded areas with 
paths, towns and other structures like hunting lodges or gas stations. 


The district is about 2.5 square kilometers. It runs from plains in the 
west to lightly forested mountains to the east. 


2.2. WALKTHROUGH 


Arriving in the Wilds for the first time, Leeroy exits the Camp Kidney bus 
and finds himself at the camp gates. The place is in a state of total 
disrepair. Most of the cabins have been flattened or obliterated entirely. 
Broken and displaced logs lay around the upturned soil that marks the 
location of the former scout barracks. A sparse few structures still stand, 
including the first aid station, the mess hall and the scoutmaster’s office. 
Leeroy spies two familiar faces standing near the office and decides to 
find out what’s going on. 
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“Thank goodness you're here,” exclaims Slinkman. “We need help 
defending the area so we can rebuild the camp and find the missing 
Bean Scouts.” 


“Not to mention that | almost got eaten by a walking totem pole this 
morning,” whines Lumpus. 


Before accepting a new quest from Lumpus, Leeroy decides to check 
out the local enemies and see how tough they really are. Taking a short 
jaunt from the camp, he reaches the edge of Leaky Lake and marvels at 
what he sees. The lake has been half emptied. In the center sits one of 
Fuse’s engines, and rising from the center is a spigot of water spiraling 
upwards. Above sits a giant island, seemingly composed of all the 
drained water. From its surface, a giant spire, made of both water and 
the noxious fusion matter, reaches upward. Enemies crawl all around, 
and signs of the infestation dominate the landscape. 


Just then, a message arrives from Jet. “Hey, Leeroy! Let’s meet at the 
Haunted Mines! | just went down there and | couldn't figure out which 
way is up. It’s awesome!” 


Leeroy heads south through the nearby pine trees to find the way to the 
mines -- just out of the sights of the stacked Totem Monsters that were 
stealthily approaching from behind. 


2.3. POINTS OF INTEREST 


The Backwoods are situated on the northern section of the zone. Here 
the player may purchase supplies from Camp Kidney or venture further 
out into the Wilds. 


2.3.1. CAMP KIDNEY 


Camp Kidney is the main location within this district, and serves as the 
transportation link between the Wilds, Suburbs and Downtown. It also 
contains some vendors and a first aid station. 


Of all the camp’s residents, only Scoutmaster Lumpus and Slinkman 
remain, left to deal with the mess that Fuse has caused. While toiling 


Әм. 


CARTOON NETWORK 


away at repairs, Lumpus and Slinkman continually have to fight off 
Fuse’s minions, damning the thankless campers all the while. 


Camp Kidney is situated down the road from Prickly Pines, a small 
woodland town, which may be explored for supplies. Also outside the 
camp is a familiar dwelling with a sign out front that says, “Git offa my 
propity!” This is Fuzzy Lumpkin’s house. 


There will also be a gas station located nearby, where players will find 
the Rust Bucket, the trailer driven by Ben Tennyson’s Grandpa Max. 
Apparently, the thing has run out of gas...or something. 


2.3.2. LEAKEY LAKE (ENVIRONMENTAL PUZZLE) 


Heading down to the shores of Leakey Lake, players will begin to 
encounter monsters in earnest. The lake itself displays the most serious 
and significant level of infection. The water has been pulled from the 
lakebed and now floats above the earth atop a giant whirlpool. Players 
must use a series of platforms to ascend the structure. 





2.3.3. HAUNTED MINES (ENVIRONMENTAL PUZZLE) 

Nestled at the base of a particularly majestic peak somewhere in the 
mountains lies the partially-hidden entrance to an abandoned mine. 
Near the main opening, players will find vehicles and mining equipment 
made from technology consistent with Downtown’s look and feel. The 
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interior of the mine is actually quite beautiful, lit by the glow of the rare 
minerals and rocks that the miners were extracting. 


Fuse’s minions are about, but even they seem to be scared of the 
bizarre environment below -- mineshafts that lead nowhere, tunnels that 
go in apparent circles, and elevators that ascend forever but never 
seem to reach the surface (think: MC Escher). Players will need to bring 
a map if they want to have a hope of navigating these haunted chasms. 


2.3.4. WATERFALL FALLS (ENVIRONMENTAL PUZZLE) 


Players can follow one of the many tributaries leading away from 
Leakey Lake deeper into the Wilds (and possibly hop in a canoe to 
make their travels faster). Eventually they will find their way to a 
magnificent series of waterfalls. Fuse’s presence is notable here as 
well, with his twisted form of power causing some of the waterfalls to 
actually fall UP. 
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3. JUNGLE 


This section details the Jungle district of the Wilds zone, giving information about 
the overall feel of the district, what players can expect to do here, and points of 
interest that players will find in the district. 
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3.1. OVERVIEW 


The Jungle is a dense tropical rainforest. This area of the Wilds is part 
Tarzan jungle, part Amazon river basin. Brightly-colored birds flutter 
from limb to limb in the canopy while monkeys hoot in the distance. 
There are vines for swinging on and sway bridges for exploring the 
underbrush. Thick foliage conceals ancient ruins and a village nestled in 
the treetops. And who knows? Players may even find an Imaginary 
Friend wandering around out here... 


The Jungle is the domain of Fusion Mojo and his monstrous flying 
monkeys. Fusion Mojo is a chief henchman, and Lord Fuse is 
depending on the evil simian to clear the district of as many enemies as 
possible. 


The musical theme in this district should have a distinctly tribal tone. 
Steel drums, xylophones and such can be heard in the motifs. Jungle 
noises, such as exotic birds or tree frogs, can also be mixed in. When 
players approach the hidden caves where Fusion Mojo lives, the music 
will be creepy and ominous. 


3.2. WALKTHROUGH 


After exploring the exciting depths of the Haunted Mines, Leeroy and 
Jet have decided to get some air and investigate the nearby Jungle. The 
large trees form a canopy high above their heads, and the sounds of 
strange animals and birds echo from all around. A long walk has 
brought them to the far reaches of this region. Along the way they've 
fought off several monsters that have been terrorizing the local fauna. 


Looking around, Leroy notices the trees beginning to look different. 
Suddenly the area has become darker and foreboding, the surrounding 
plant life taking on a much more sinister air. The trees look twisted and 
distorted, with large bulbous protrusions erupting across their surfaces. 
Arching roots form cage-like structures, closing off alternate paths, and 
tendril-like branches wave overhead. 


“Watch out!” 
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Jet’s warning comes too late as a thorny branch suddenly throws them 
20 feet forward. Climbing back to their feet, Jet and Leeroy realize that 
the demented flora are protecting one of Fuse’s engines, which sits 
pulsing before them in a deep sunken nest of twisted vines. 


“Somebody help!” 


Immediately, Leeroy dashes through the Twisted Forest with Jet close 
behind, dodging the attacking plants. Entering a clearing, they see a 
number of other players surrounded by a gang of strange looking 
monsters. The creatures seem to be a strange combination of fierce 
animals, including a piranha-like jaw and sharply-clawed legs. 


“Help!” cries one of the trapped players. “We’re outnumbered!” 


Leeroy and Jet both leap into action and help dispatch the attacking 
hordes. Together they stand victorious as the enemy forms dissolve into 
the ground. Each player gathers their individual spoils before 
regrouping. 


“What are you guys doing out here?” asks Jet. 
“We just ran into Numbuh Four,” says one player. 


“He told us about some cool ruins that are just over that ridge,” says 
another. 


“Mind if we join you?” asks Leeroy. 


Together the exploration party heads through the jungle and comes 
upon a sudden cliff. Buried under a sea of vines and branches sits an 
Ancient Ruin, obviously from a time long forgotten. The players gaze 
forward, all wondering the same thing. What civilization could have built 
structures as magnificent and bizarre as these? 
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3.3. POINTS OF INTEREST 


3.3.1. TREETOP VILLAGE 


Ascending to the canopy of the Jungle, players will discover a relatively 
hidden treetop village that has been occupied by a number of our CN 
NPCs. Players may interact with some of the residents, find rare items 
in the shops and enjoy swinging on ropes and trapezes. 


We are still trying to determine what makes this locale special. In 
general, the treetop village is a common enough setting in game 
environments that we would like something to distinguish ours, be it 
derived from gameplay or something entirely visual. 


3.3.2. TWISTED FOREST (ENVIRONMENTAL PUZZLE) 


Other than Fusion Mojo’s mountain lair, the Twisted Forest is the 
scariest and darkest part of the Jungle. Here, Fuse’s minions have 
taken on the forms of twisted animal life, including walking piranha and 
giant insectoid crocodiles. 
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3.3.3. RUINS (ENVIRONMENTAL PUZZLE) 


If players dare to journey deep into the Jungle, they will find an 
assortment of ancient ruins. (Those who look carefully may see familiar 
Hanna-Barbera glyphs carved into the rock.) Venturing into the 
pyramids, players will find an assortment of traps and puzzles. Steps 
move up and down, as well as in and out, threatening to push players 
into pits full of lava, spikes, snakes...or all three! It’s a twisted Indiana 
Jones-style temple. And if that was not enough to contend with, many of 
Fuse’s underlings have taken up residence here. 





Aztec Ruins 


3.3.4. MONKEY MOUNTAIN (ENVIRONMENTAL PUZZLE) 


Fusion Mojo Jojo has carved out a headquarters inside a large 
mountain, much like the real Mojo built his observatory on a volcano. 
With a band of monster flying monkeys at his command, Fusion Mojo 
has been terrorizing the residents of the treetop village, as well as the 
players. 
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4. WASTELANDS 


This section details the Wastelands district of the Wilds, giving information about 
the overall feel of the district, what players can expect to do here, and points of 
interest that players will find in the district. 
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4.1. OVERVIEW 


The central feature of the Wastelands is a strange patch of land called 
Nowhere. Though seemingly vast and empty, there is a lot going on 
beneath its surface -- both figuratively and literally! Between the alien 
livestock above and the supernatural produce below -- not to mention 
the presence of Lord Fuse -- Nowhere can certainly be an interesting 
place. Like its namesake implies, players who enter Nowhere will think 
that they have reached the edge of civilization. Of course, this district 
borders directly on the Darklands, the most dangerous area of the 
game, so an ominous feeling is appropriate. 


The musical theme in the District should be primitive and spooky, like 
Deliverance meets the X-Files. Nowehere is, in fact, a lightning rod for 
the extraterrestrial and bizarre. 


The Wastelands are about 2.5 square kilometers, and feature wide 
open spaces peppered with moderate to lightly dense forests. 


4.2. WALKTHROUGH 


Parting ways with his friend after the Ruins, Leeroy finds himself in a 
strange fog. A large shadow looms ahead as he plunges forward. The 
fog begins to clear and he suddenly stops in front of a small sign. 


Welcome to Nowhere. Population: 3. 


A few feet behind the sign, the source of the large shadow has also 
become clear. Crashed into the ground before him, a huge alien ship 
towers high above. Half sunken into the earth, the ship's lights all seem 
dead. Huge dents cover its surface. Leeroy steps around it, gazing at 
the towering structure and trying to determine its size. 


Suddenly Leeroy sees what lies beyond the crashed ship. Not too far 
away sits a small farmhouse, rickety and wooden. A rusty old windmill 
sits motionless beyond it. Though struck by the oddity of this single 
structure, Leeroy is even more amazed as he scans the horizon. 
Surrounding the house at various distances, Leeroy can make out the 
shapes of several other crashed ships through the fog in every direction. 
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Small silhouettes can be seen through the murky air, situated near the 
craters. 


Between him and the house, a small figure dances to and fro. Moving 
forward to investigate, Leeroy recognizes Courage, who is making a 
frantic motion while pointing near Leeroy’s feet. Before he can figure out 
what the cowardly dog is pointing at, he stumbles across a sudden hole 
in the ground and falls into darkness. 


Pulling himself to his feet, Leeroy finds that he is in a large dark 
underground cave. A shaft of light pours in from where he fell, 20 feet 
above, and strange organic lighting devices dot the surrounding 
shadows. 


“Who are you?” 


The question comes from the darkness. Looking for the source, Leeroy 
spins around. Suddenly stepping into the light he finds a gaggle of 
heavily armed...eggplants?! 


“If you are another one of those aliens, you should know by now,” said 
the first eggplant, “You'll never cross the Caponata Catacombs without 
a fight.” 


“Hey, he doesn't look like one of those scary green guys...” commented 
the second-in-command. 


A huge roar cuts him off as a giant monster appears behind them. 
Leeroy prepares to join the strange vegetables in battle. 


4.3. POINTS OF INTEREST 


4.3.1. NOWHERE 


On the near edge of the Wilds, players will find Nowhere, as well as the 
home of Muriel, Eustace and Courage the Cowardly Dog. In keeping 
with the design of the show, Nowhere is a vast, empty land with only 
Courage’s farm house offering any true landmark. However, as is also 
the case on the show, this area is a magnet for supernatural and alien 
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creatures, including mutant eggplants, weremoles and chickens from 
outer space. 





Somewhere in Nowhere is are series of large, crashed alien UFOs (a 
few models that we repeat). If players are brave enough to venture 
inside, they will find themselves inside a space station-like dungeon 
where they will encounter the monster versions of the chickens from 
outer space. Hidden aboard this spacecraft is a light speed teleportation 
device. This teleporter will take players to a location on the moon once 
that zone becomes available. 


4.3.2. TAR PITS (ENVIRONMENTAL PUZZLE) 


One side of Nowhere is surrounded by a sea of treacherous tar pits. 
Players will need to cross this area to get into the canyons and the 
Darklands that lie beyond. Over time, many unfortunate creatures -- 
including prehistoric animals who wandered out of the Darklands -- have 
been trapped in the tar. Some of these animals were huge, their giant 
skeletons protruding from the muck and providing bridges and platforms 
for adventurous players to cross. 


4.3.3. CAPONATA CATACOMBS 
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Beneath the surface of Nowhere lies a civilization of mutant eggplants, 
their home made up of twisting and turning catacombs (see “Journey to 
the Center of Nowhere”). The eggplant creatures that live here are not 
necessarily evil, but they are definitely an uppity bunch. In any case, the 
eggplants are not the least bit happy to discover that Fuse’s lackeys -- 
disguised as chickens from outer space -- have started taking over their 
town. This sets the stage for our proposed subplot: Chickens from Outer 
Space vs. Mutant Eggplants. 


4.3.4. DEVIL'S CANYON (ENVIRONMENTAL PUZZLE) 


Devil’s Canyon cuts into the side of the mountain range that divides the 
Wastelands from the Darklands. Fuse’s monsters lurk in the shadows 
within the canyon, hurling rocks on players as they run along the canyon 
floor. Built into the side of the cliff walls, like a Pueblo village, is a 
deserted city from an earlier period in the world’s history. Players can 
explore this deserted city and fight monsters while collecting the 
treasure that can be found among the ruins. Again, this locale is still 
generic as described. We would like players to find something visually 
unique about this place. 
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5. DARKLANDS 


This section details the Darklands district of the Wilds zone, giving information 
about the overall feel of the district, what players can expect to do here, and 
points of interest that players will find in the district. 
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5.1. OVERVIEW 


The Darklands is the most dangerous area of the Wilds and will be most 
attractive to high-level players. This is essentially our Mordor...the place 
where Fuse’s presence is most apparent and where his people have 
managed to make the most progress. This area is a twisted version of 
its former self, and it was pretty dark and forbidding to begin with! 
Human civilization is barely apparent here. Large and grotesque foliage 
is the norm; some plants even have predatory tendencies. Creatures, 
even those not infected by Fuse, are large and powerful -- particularly 
the dinosaurs and other prehistoric fauna. 


Speaking of which, the main feature of this district is Dinosaur Valley, an 
area trapped in time. (Players may even see the markings of a certain 
Stone Age Family.) Flanked on either side by the terrifying Fireswamps, 
this valley is primitive and remote, and danger lurks everywhere. 


Players will meet Samurai Jack in (just about) the only safe area of the 
district: the caveman village. Jack is on the hunt for Aku, who he 
believes has taken up temporary residence in the Darklands. But of 
greater concern is Lord Fuse, whose lair lies in the heart of the district. 


5.2. WALKTHROUGH 


Emerging from the Caverns, Leeroy has taken a long canyon pass to a 
new area. As he’s continued along the path, the canyon walls around 
him have become harder and jagged. Primordial looking plants have 
begun to replace the more familiar flora. 


The canyon pass comes to an end and Leeroy looks out across a huge 
valley. In the eastern distance, he sees a hot steaming wasteland. He 
assumes those are the Fire Swamps he has heard about. Far to the 
west, a giant tree rises above the jungle. Its dark and alien looking 
branches serve as clear indication of Fuse’s influence dominating the 
area. Straight ahead, floating above the prehistoric jungle, is a small 
platform/research station. From this station Mandark Industries has 
mined resources from these lost lands, and now monitors the alien 
incursion. Small disc-like vehicles depart from the base's many 
openings to the surrounding lands. Leeory begins to head towards the 
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high-tech bridge that connects the canyon pass to the station’s 
entrance, when he receives a message from Jet. 


“Hey, dude! Glad you’re here. You'll never believe who | just found!” 
“Who?” asks Leeroy. 

“Samurai Jack! He’s out at the caveman village!” 

“How do | get there?” 


“Head towards the science outpost. We can get a ride from there or 
watch the dinosaurs from the monitor station.” 


“See you there.” 


5.3. POINTS OF INTEREST 


5.3.1. RESEARCH STATION/DINOSAUR VALLEY 


This heavily fortified science outpost was placed here by Mandark, so 
he could study the dinosaurs in Dinosaur Valley. Players will be 
deposited here when they leave the ropes course, and will be able to 
prepare for their trek into the Darklands in relative safety. Since the 
conflict with Fuse began, the research station has seen limited use and 
is pretty much abandoned, although there is plenty of helpful equipment 
around for the enterprising player that is willing to search for it. 


5.3.2. CAVEMAN VILLAGE 


The sole human colony in the Darklands is this caveman village, 
comprised of primitive yet resourceful folk. The cavemen have lived in 
this hostile environment for centuries and have always thrived...that is, 
until Lord Fuse appeared. Now the cavemen are barely hanging in. 


5.3.3. FIRESWAMPS (ENVIRONMENTAL PUZZLE) 

One of Dinosaur Valley’s most prominent natural features is a large 
active volcano. At the base of this volcano lies the perilous Fireswamp. 
Here, jets of molten magma occasionally shoot up from the ground, and 
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finding sure footing is anything but easy. Compounded by the fact that 
fire-breathing monsters have found a home here, and players will 
discover a very hazardous environment, indeed. 


5.3.4. DARK TREE (ENVIRONMENTAL PUZZLE) 


In the middle of a swamp (that has yet to be set ablaze by the volcano) 
is a colossal tree called the Dark Tree. Having lived thousands of years, 
the tree can be explored both inside and out by the players. It stands on 
a veritable oasis in the middle of the deadly swamp, and players will 
have to negotiate a series of tricky platforms if they hope to reach it. 





During Luke Skywalker’s training on the swamp planet of Dagobah (The 
Empire Strikes Back), Yoda took his young disciple to a mysterious 
cave, where Luke met his own worst enemy: himself. Similarly, our 
players will have the opportunity to run a terrifying gauntlet through the 
Dark Tree, at the end of which awaits a comparable enemy: a Fusion 
version of the player. 


5.3.5. LORD FUSE’S LAIR (ENVIRONMENTAL PUZZLE) 


Fuse has managed to terraform the heart of the Darklands into an 
environment that closely resembles the surface of Planet Fuse. This is 
where the “amalgamation” process will begin -- assuming Fuse is 
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capable of prepping the rest of the planet. Spawns, in their purest form, 
are “born” here and dispatched to the rest of the zones to do their dirty 
work. Is Lord Fuse himself behind those huge doors? Players who 
venture into Lord Fuse’s Lair will face great risk, but they will also be 
met with the greatest reward. 
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